Combat 

Combat can be summed up by 4 phases. 

Phase 1 : Movement. Players move according to their current velocity. 

Phase 2 or 3: Maneuvers. Players make their maneuvers for the round, such as turning, 

Immelman, or rolling. 

Phase 2 or 3: Shooting. Players may fire their weapons. 

Phase 4: Acceleration. Players choose to accelerate or decelerate, and how much. Takes 
effect the next round. 

Phases 2 and 3 can be swapped if the player wants to. 

Maneuvers: Maneuvering is a skill. A ship can turn a maximum of 90 degrees in a turn, and 
must use 5+current speed- ship's maneuver bonus before turning. If this exceeds a ship's 
max speed, it may split up the turn into 45 degree installments, one before the requirement, 
one after, but must meet the requirement. 

General DCs for maneuvers: 
Half roll (90 degrees): 1 
Barrel roll: 3 

Keep a dangerous vector (several meters above a ship, for instance): 10 
Fly through a straight, narrow corridor: 13 
Fly through a winding, narrow corridor: 15 
Fly through a maze: 20 

Fly through extremely heavy flak at high speed: 30 

Fly through extremely heavy flak at high speed while under attack: 35 

Minimum speed: If a ship drops below its minimum speed, it must spend two rounds initiating 
a new engine burn. It may not change direction or velocity at this time. 

Non-Combat skills 

10 pts to spend, added to the base number listed. 

Navigation (Memory/2) 

First Aid (Memory/2) 

Vox Operation (Memory/2) 

Diplomacy (Alertness/2) 

Lore (Memory/2) 

Repair (Memory/2) 



Character Stats 

Reaction: Your ability to react to events. Used to determine combat order and unguided skill. 
Clarity: Keeping a clear head under duress. Used in aiming, and to avoid blackouts. 
Memory: Dictates your ability to perform complex technological functions. Long range 
communication, complex bomb targeting, navigation, the likes. 
Alertness: How fast you can spot another enemy, or assess damage to a ship. 

It is recommended you use 25 point buy, although other point buys are certainly possible. A 
20 point system could work, although a 30 point system could feel overpowered. 

Combat Skills 

Maneuver (Clarity/2 + Size Bonus + Maneuver Bonus + misc) 
Guided Weapons (Memory/2 + Missile Bonus + Reaction/2 + misc) 
Unguided Weapons (Reaction/2 + Clarity/2 + Maneuver Bonus + misc) 
Dodge (Reaction/2 + Size Bonus + Maneuver Bonus + misc) 
Initiative (Alertness) 

Starship Stats 

Minimum Speed: The minimum speed before forcing a new engine burn. 
Maximum Speed: The maximum speed possible for the craft on one burn. 
Max Acceleration: Maximum acceleration that can take place in one turn. 
Max Deceleration: Maximum deceleration that can take place in one turn. 
Maneuver Bonus: Bonus to maneuvering based on vehicle specifications. 
Size Class: Size of Spacecraft. 

Weapon Mounts: Amount of weapons that can be mounted on the ship. 
Maximum Crew: Number of functional crew. 
Maximum Passengers: Total number of passengers for safe travel. 
Maximum Cargo: Total possible cargo. 



Dealing Damage 

A starship has 5 or more damage points on it, depending on how many engines it has. Hitting 
these can cause damage to each different location separately, so that a wing hit will not effect 
a ship like a fuselage hit will. 

However, not all damage does the same thing. If a part has 75% of it's HP or less remaining, 
it's considered damaged, and it's immediate effect is denied or halved (so if one short-swept 
wing is damaged, the ship loses 1 maneuver bonus and 1 maximum speed, but if both are 
damaged, it loses 2 of each). If a part is under 50%, it's considered critical. In all but engines, 
this causes a reverse of it's benefit, so a Tubular Fuselage now inhibits speed by 2. Engines 
have a 5% chance each round to blow up and suffer Total Destruction. 

The Total Destruction effects are: 

Fuselage: Destruction. If the ship has multiple rooms, those rooms split apart. Destroying this 
area represents breaking apart crucial bindings in the hull. 

Wings: Without wings, a starship can't maintain any sort of control except forward and back. If 
both wings are destroyed, the starship can only fly forward. Otherwise, a -20 on maneuver 
Bonus is imposed, and the starship is in a spin. If in an atmosphere, it falls. 
Engines: Starship is able to either stop (0 speed) or simply keep going on it's current heading. 
Cockpit: Pilot is hit by shrapnel (see Shrapnel, "Ground combat"). 

Determining what gets hit 

Front hits: 

50% to hit cockpit 

20% to hit wings (50% for each) 

30% to hit fuselage 

If from above, -20% from fuselage, +20% to cockpit 

If from below, -40% from cockpit, +40% to fuselage 
Rear hits 

40% to hit engines 

30% to hit fuselage 

30% to hit wings (50% each) 

If from above, -20% from engines, +20% to fuselage 

If from below, no effect 
Port hits 

10% to hit engines 

40% to hit fuselage 

50% to hit wings (90% port, 10% starboard) 

If from above or below, -20% from port wing, +20% to starboard wing. 
Starboard hits 

10% to hit engines 
40% to hit fuselage 

50% to hit wings (90% starboard, 10% port) 

If from above or below, -20% from starboard wing, +20% to port wing. 



Health of a ship depends on it's size and type. 

Fighter 

Small: 200 

Medium-Small: 250 

Medium: 300 

Attacker 

Medium: 800 

Medium-Large: 1000 

Large: 1200 

Frigate 

Large: 1500 

Very Large: 3000 

Cruiser or Battleship 

Huge: 6000 

Very Huge: 8000 

Gargantuan: 9000 

Colossal: 10000 



Starship Size Categories 

Size categories determine how agile and how difficult to hit a starship is. Obviously, a ship the 
size of a house will be significantly easier to hit. Min Speed at miniscule is 7, +1/size category 
larger. 

Minuscule (Car), +4 size 
Very Small (Civilian aircraft), +3 size 
Small (F-5 fighter), +2 size 
Medium-Small (F-4 fighter), +1 size 
Medium (B-25 Bomber), +0 size 
Medium-Large (B-17 Bomber), -1 size 
Large (Medium House), -2 size 
Very Large (Large House), -3 size 
Huge (Elementary School building), -4 size 
Very Huge (Business Office), -5 size 
Gargantuan (10 story office building), -6 size 
Colossal (Star Destroyer), -8 size 

Weight 

Weight also plays a role in the speed of a starship. For every 250kg of ordnance carried per 
engine, add 1 to the minimum speed. So a 2 engine bomber can effectively carry twice as 
much than a single engine. 



Building a Starship 

Building a starship allows you to control nearly every aspect of how you play the game, from a 
custom weapons loadout to a completely original battleship, you can do nearly anything. ..if 
you have the money. The game is meant to allow players to design starships even after their 
first ones, so don't restrict only to pre built versions. 

Class 

Fighter: Maneuverable and loaded with weapons, fighters carry the disadvantage of needing 

a dock point. But because of their size, they're quick, can carry a significant payload 

(especially for use against other fighters and Attacker;;s) and by far the most maneuverable 

class. Due to low mass, high speeds become easier to achieve, and acceleration and 

deceleration are much easier. No actual rooms, only cockpits. Max 2 engines. 

Minimum speed +0 

Maximum speed -2 

Max acceleration +2 

Max deceleration +2 

Maneuver Bonus +2 

Weapon Slots: 2 (2 front light fixed) 

Crew: 1-3 

Size Class: Small to Medium 
Cost: 10k/15k/20k credits 

Attacker: When a starship needs to assault another starship, the most popular route is to use 
a Attacker. While fighters can and do carry bombs, an Attacker specializes in carrying bombs, 
even to the point of eschewing forward facing guns and maneuverability. While far out 
maneuvering heavier ships, the Attacker will easily be taken down by lighter ships or heavy 
guns. During bomb runs, losses can run high, so many Attackers carry a significant crew and 
impressive turrets. Possesses rooms, albeit they are usually small and filled with equipment. 
Max 8 engines. 

Rooms: 4-6 (Advanced Cockpit, Nav/Vox room, ordnance, Gun turret cockpits, see size) 

Minimum speed +0 

Maximum speed +0 

Max acceleration +0 

Max deceleration -2 

Maneuver Bonus -4 

Weapon Slots: 5-9 (1 Bottom light, 1 top light, 1 rear light, 1 each side side, 1 front light, 

Bombs) 

Crew: 7-12 

Size Class: Medium to Large (0 at medium, 1 misc at medium-large, 2 misc at large) 
Cost: 30k Credits 

Frigate: Gunships, heavy transports, death sloops, and the like. Significantly larger than 
Attackers, frigates often serve as escorts for larger ships in a formation. They can also launch 



and dock fighters, although not very many. Guns are often placed all the way around, with the 
goal of both self defense and defense of other ships in the formation. Due to heavier design, 
can move significantly faster. Generally impossible to pull off dangerous maneuvers, minimum 
4 engines. 

Rooms: 9 (Advanced Cockpit, 7 Misc, Gun turret cockpits) 

Minimum speed +4 

Maximum speed -2 

Max acceleration -2 

Max deceleration -4 

Maneuver Bonus -6 

Weapon Slots: 1 1 (3 Bottom any, 3 top any, 3/side any, 1 Rear any, 1 Front any) 
Crew: 13-25 

Size Class: Large to Very Large 
Cost: 50k Credits 

Cruiser: As large as a battleship, the cruiser is the most versatile heavy starship. With a large 
amount of miscellaneous rooms, the cruiser can be an amazing support ship full of 
navigational workings, labs or even guns, although the restriction to light weapons can make it 
difficult, as the hull cannot hold as much as it does while still holding heavy guns. Generally 
transport ships or travelling labs. 

Rooms: 17/22/32 (Advanced Cockpit, Gun Turrets, 15/20/30 misc) 

Minimum speed +5/+6/+8 

Maximum speed -4/-6/-8 

Max acceleration -3/-4/-6 

Max deceleration -5/-6/-8 

Maneuver Bonus -8/-10/-1 1 

Weapon Slots: 23 (5 Bottom light, 5 top light, 5/side light, 2 Rear light, 1 Front light) 
Crew: 25-120 

Size Class: Huge/Very Huge to Gargantuan/Colossal 
Cost: 60k/75k/100k Credits 

Battleship: While the Cruiser generally fusses with guns, the battleship, despite being the 
size of a large building, is barely livable because it packs so many guns. Most of it is filled with 
guns. Guns on the side, guns on the bottom, all independently swivelling into action, waiting 
to score a kill. While a generally expensive option, the battleship will pay off in the sheer 
amount of guns it can have. Although a cruiser outfitted with hangars could be argued as 
better, battleships have still taken those down. The downside, of course, is that it's basically 
required to have engines the size of Attackers. 
Rooms: 12 (Advanced Cockpit, Gun Turrets, 10 misc) 
Minimum speed +5/+6/+8 
Maximum speed -4/-6/-8 
Max acceleration -3/-4/-6 
Max deceleration -5/-6/-8 



Maneuver Bonus -8/-10/-1 1 

Weapon Slots: 24 (5 Bottom any, 5 top any, 5/side any, 2 Rear any, 2 Front any) 
Crew: 25-120 

Size Class: Huge/Very Huge to Gargantuan/Colossal 
Cost: 60k/75k/100k Credits 



Rooms 

Empty: A completely empty room. Has doors. Doors are standard, lock, but do not provide 
any extra protection. Free. 

Cockpit: A small area with little legroom. Contains all basic piloting equipment, but no 
navigational or other tools by default. Only fighters use these. First is free, then 2k credits. 

+1k Credits: Basic navigational tools, allows you to know orientation based on some 
standard waypoint, and distance from that waypoint, as well as a basic Radar out to 200km. 

+5k Credits: Advanced navigational tools, all basic tools, plus star map and Radar out 
to 1000km. 

+1k Credits: Basic Vox, Headset, will communicate with others through standardized 
software. Difficult to mod unless you are very good at it. 

+5k Credits: Advanced Vox, Headset and surround sound, plus an interface other than 
a system similar to skype. Allows you to communicate using encryption, as well as easily 
modifiable hardware and software. 

Advanced Cockpit: A two man cockpit analogous to what you would find in a commercial 
airliner. Comes with basic navigational and Vox. 10k credits. 

+5k Credits: Advanced navigational tools, all basic tools, plus starmap and Radar out 
to 1000km. 

+5k Credits: Advanced Vox, Headset and surround sound, plus an interface other than 
a system similar to skype. Allows you to communicate using encryption, as well as easily 
modifiable hardware and software. 

Crew Room: Allows the crew to sleep on board using bunk beds and basic amenities like a 
bathroom and toiletries. Up to 6 can rest here, 9 if you remove the bathroom. Can also carry 
food or cargo, as long as the crew doesn't mind sleeping with it. 10k Credits. 

Gun Room: Includes cockpits and controls for 2 guns. Guns may be any light weapon. 10k 
Credits. Does not provide gun mounts. 

Heavy Gun Room: Cockpits or internal controls for 2 heavy guns, such as railguns and heavy 
missile launchers. 20k Credits. 

Nav/Vox Room: A cramped room with computers and vox equipment, allowing a ship more 
advanced and precise navigational properties (starmap, holoprojector, etc), as well as long 
range vox communication using quantum entanglement. +2 memory to operate these 
machines. Adds Vox out to 500Mm. 10k Credits. 

Medical Bay: A sterilized room containing tons of medical supplies. Contains painkillers, 
gauze, sterilized saws, scalpels, a CT scanner and similar supplies. Also includes an 
operating table with a small robotic assistant that can perform basic tasks. +2 to First aid 
using these supplies, +4 to "operation" type First aid checks. 



Cargo Room: Can carry up to 28 cubic meters of any cargo, although has no special 
containment other than a locked, non-airtight internal door. 15k credits. 

Ordnance: Torpedoes can be fired from this room, and the segmented release system allows 
them to be fired separately from each other. This room can fit up to 2000kg of ordnance. 50k 
credits. 

Dangerous Cargo: Allows for the storage of bio-hazards, explosives, radioactive materials, 
and otherwise lethal cargo. Includes an airlock, several cleansers within said airlock which will 
clean off most hazards, and a spacious cargo room with various ways of clamping things 
down. 30k credits. 

Laboratory: A laboratory with equipment for most experiments of the type it represents. A lab 
may specialize in: Kinetics, Particle physics, Chemistry, Biology (includes toxicology and 
neurology), or Robotics and Engineering. Provides +5 on memory checks related to it's field if 
used for a day. 20k credits. 

Hangar: Can allow the docking of other ships onto your's. Although any ship can dock with 
another through a hatch system, this is an actual hangar, in which you store fighters, or with 
upgrades, a Attacker. Each hangar can store one room worth of starships per hangar, and the 
hangars may connect. So a 1 room hangar could hold a single fighter, whereas it would take 6 
hangars to store a Attacker. A fighter, for all intents and purposes, is considered one room, 
even if it has multiple cockpits. 15k credits. 

Fuel Room: A room full of fuel and refueling agents, allowing you to refuel either your own 
ship or others. Stores 2000km of fuel for a fighter, each class up halves the amount available 
(so 1000 for an Attacker, 500 for a frigate, 250 for a cruiser or battleship). 10k credits. 



Devices 

EGCM: Electronically guided counter measure systems allow you dodge missiles more 
effectively. Negates one guided weapon per use. May be used ten times before requiring 
rearming (1k credits). 15k credits. 

Wing-Underslung Missile frame: Allows the individual purchase of up to 6 missiles, 
torpedoes, and unguided rocket systems of up to total 500 kg. 10k credits, fighter only. Does 
not take a room slot. Requires wings. +5k credits yields +100kg capacity. 

Belly underslung Missile frame: Allows the single purchase of a missile, torpedo, or 
unguided rocket of up to 500 kg. 10k credits, fighter only. Does not take a room slot. 

Intakes: Allows intake of energy generated by quantum foam, which increases the starships 
range by 20%. 10k credits. Does not take a room slot. Requires Medium-small size or larger. 

Radar Jammer: +5 dodge against missiles, does not show up on radar when the ship's radar 
is turned off. 1 0k credits. Does not take a room slot. 

Brakes: +2 deceleration. 10k credits. Does not take a room slot. 

Turrets: Anything larger than fighters has turrets. Although these are slots, they do cost 
money. 

90° maneuverability: 1k credits 
145° maneuverability: 5k credits 
180° maneuverability: 10k credits 

360° maneuverability (may only be taken on top and bottom turrets): 15k credits 

Bombsight: A bombsight gives control of the entire ship to a single bombardier, allowing him 
to line up a shot better. +6 unguided for torpedoes (does not nullify the inherent -4). Must be 
placed in the absolute front of a ship, but not the main cockpit (in other words, at the nose), 
also must have some sort of bomb bay (either room or device version). 

Bomb Bay: A smaller bomb bay allowing up to 1000kg of ordnance. Must be medium size or 
larger. Protects your bombs, too. 25k credits. 

Improved Nav/Vox: Adds a small compartment somewhere in the ship containing a 
miniaturized version of the nav/vox room, with Vox out to 250Mm and a small, non interactive 
starmap. +1 to Navigation and Vox when used here. 



Weapons 
Light 

Machine Gun: 10 DMG, 2d6 hits, 5k Credits, 1km range 
Light Laser: 80 DMG, 5k Credits, 1km range 
Light Particle Blaster: 80 DMG, 10k credits, 2km range 
Flak Cannon: 30 DMG, 5d6 hits, 10k Credits, .3km range 
Autocannon: 15 DMG, 2d6 hits, 10k Credits, 1.5km range 

Light Weapons Mount: Allows for the mounting of two additional light weapons. 1 0k. 
Heavy Weapons Mount: Allows for the mounting of Heavy Cannons, Heavy Lasers, 
and Beam Projectors. Replaces 1 light weapons mount. 10k credits. 

Heavy 

Heavy Cannon: 30 DMG, 2d6 hits, 15k credits, 2km range 
Heavy Laser: 240 DMG, 20k credits, 2km range 
Beam Projector: 220 DMG, 20k credits, 3km range 

Super Heavy Weapons mount: Allows you to mount any super heavy weapon. 
Replaces a heavy weapons slot. 

Super Heavy 

Artillery Cannon: 400 DMG, 25k credits, 10km range, 1/10 

Heavy Beam Projector: 400 DMG, 25k credits, 5km range 

Railgun: 800 DMG, 50k credits, 25km range, -2 to hit, fires 1/10 rounds 

Antimatter cannon: Instant obliteration, 100k credits, 25km range, fires 1/60 rounds 

Self Propelled projectile 

Torpedoes (-4 to hit due to speed) 

50kg: 400 DMG, 20km/round, 2k credits 
100kg: 600 DMG, 20km/round, 3k credits 
250kg: 800 DMG, 20km/round, 5k credits 
500kg: 1000 DMG, 20km/round, 10k credits 
Guided Missiles 

Requires target to be in Radar to gain bonus to hit. 
s50kg: 200 DMG, 20km/round, 1k credits, +4 to hit in 20km 
L50kg: 200 DMG, 20km/round, 1k credits, 10km<+4 to hit<50km 
s100kg: 300 DMG, 20km/round, 3k credits, +4 to hit in 20km 
L100kg: 300 DMG, 20km/round, 3k credits, 10km<+4 to hit<50km 
Super Heavy Weapons: 

Some weapons are so large that ammunition becomes a concern. These have the 
following quantities of ammunition: 
Fighter: 10 
Attacker: 30 
Anything else: 50 



Alternatively, one room slot may be sacrificed to add 40 rounds. 

Parts 
Engines 

Light (5k/10k/12k each) 

Light Engine: 6 Max Speed, +4 per engine extra, A/decel 2 
Medium Engine: 6 Max Speed, +4 per engine extra, A/decel 2 
Heavy Engine: 8 Max Speed, +4 per engine extra, A/decel 3 

Medium (15k/20k/25k each) 

Light Engine: 9 Max Speed, +4 per engine extra, A/decel 3 
Medium Engine: 10 Max Speed, +4 per engine extra, A/decel 3 
Heavy Engine: 12 Max Speed, +4 per engine extra, A/decel 3 

Heavy (30k/35k/40k each) 

Light Engine: 12 Max Speed, +4 per engine extra, A/decel 4 
Medium Engine: 14 Max Speed, +4 per engine extra, A/decel 4 
Heavy Engine: 16 Max Speed, +4 per engine extra, A/decel 4 

Wings (15k credits, required) 
Length 

Short: +2 Maneuver Bonus 
Long: -2 Minimum speed 

Medium: +1 Maneuver Bonus, -1 Minimum Speed 

Shape 

Straight: -2 Minimum speed 
Swept: +2 Maximum speed 
Triangular: +2 Maneuver Bonus 

Size 

Wide: +1000 km of fuel, -1 dodge 
Medium: No bonus. 

Thin: +1 dodge against unguided weapons, -200 km of fuel 

Fuselage 
Shape 

Triangular: +2 Maneuver Bonus 
Tubular: +2 Maximum Speed 
Rectangular: -2 Minimum speed 



Ground Combat 

Sometimes things don't go as planned. A starfighter is shot down over a city with 
hostiles in it, a deal goes wrong aboard a ship, or a sergeant mutinies his commanding officer. 
While most people in this game are pilots, some have traits that lend themselves to fighting on 
the ground, and when it's required, you really need it. 

Hit locations and small arms fire effect: 

Head- Clarity check DC 20 or downed, 90% chance of death. 

Chest- Clarity check DC 17 or downed. 20% cumalitive chance to kill. +2 DC per hit. 

Stomach- Clarity check DC 18 or downed. 10% cumalitive chance to kill. +2 DC per hit. 

Arm- Clarity check DC 16 or lose use of arm until healed. -2 on checks made using it. 

Leg- Clarity check DC 17 or downed and lose use of leg until healed. 

Hit locations and Assault weapons fire effect: 

Head- Clarity check DC 30 or downed, 95% chance of death. 

Chest- Clarity check DC 20 or downed. 20% cumalitive chance to kill. +2 DC per hit. 

Stomach- Clarity check DC 22 or downed. 10% cumalitive chance to kill. +2 DC per hit. 

Arm- Clarity check DC 23 or lose use of arm until healed. 30% chance to lose arm. -2 on 

checks made using it. 

Leg- Clarity check DC 17 or downed and lose use of leg until healed. 30% chance to lose leg. 

Ship Weapons effects: Most assault weapons here are calculated to deal 10 damage to a 
ship. Obviously, the average damage for things like a Machine Gun (which can be fired very 
fast and for quite a bit of damage) on the human body are much more pronounced. All clarity 
checks against downed for a light ship weapon are instantly failed, and treat them like an 
assault weapon. For heavy ship weapons, the chance of death is 30% higher, and limb loss is 
automatic. 

Shrapnel: if a character's cockpit is hit with a missile, they must then contend with 
shrapnel. This is treated as 2d6 small arms attacks, with a reaction score of 6. 

If a character is "Downed" he is still conscious. However, he can only crawl slowly and take 
minor actions, but cannot handle assault weapons or turrets. If he fails another check, he's 
unconscious and has a 10% chance of dying each round, including the round in which he falls 
unconscious. If 9 of these checks are made in a row, they are no longer dying, but still 
unconscious for 1d20 hours or until a DC 18 First Aid check is made. A healer can substitute 
these checks with a DC 15 First Aid check. 

If a healer fails 5 heal checks, or it has been 5 days since the it was wounded, a limb is "dead' 
and must be amputated. Otherwise, -10 on all checks are imposed. A character missing a 
limb may not use that limb, and takes -5 on all checks. Amputation requires a DC 20 check to 
do in 10 minutes, 15 to do in an hour. If this is failed, the healer may make another, but if he 
fails, the patient has a 40% chance of dying. 



If a limb is actually severed, a character must make DC 18 clarity checks every round until it is 
treated. If one of these is failed, she has fallen unconscious and has a 15% chance to die 
each round from blood loss. A DC 15 First Aid check is required to halt the bleeding. 

Death or Limb loss checks must be made 1/minute, and death rolls must be made by the GM. 
If a character dies, a DC 10 First Aid check will confirm this, otherwise, they appear 
unconscious. 



Personal Equipment 

Small arms, Assault weapons, medical supplies, and other items. These facilitate 
ground combat or allow you to save yourself from otherwise automatic death. 

Weapons: 
Small Arms: 

zhIOmm pistol: 200 meter range, uses 12mm shells. May be fired more for-1/extra. 
200 credits. 

us9mm pistol: 150 meter range, uses 9mm shells. May be fired more -1/extra. 
100 credits. 

Assault: 

zh12.7mm Rifle: 500m range, uses 12.7mm shells. May be fired 4 times extra for 
-1/four shots. 30 round 12.7 mag. May be replaced in 1 action. 3kg, mag weighs .5kg. 
400 credits. 

us1 2.7mm Rifle: 500m range, uses 12.7mm shells. May be fired 2 times extra for 
-1/two shots. 30 round 12.7 mag. May be replaced in 1 action. 3kg, mag weighs .5kg. 
400 credits. 

Laser Rifle: 700m range. Charges from photovoltaic power. May be fired 120 times 
before needing to be charged. 2kg. 

700 credits. 
Carried Ship Weapons 

us20mm Rifle: 1km range, uses 20mm shells. 5 round 20mm mag. Bolt action. Fires 
like a light ship weapon. May be replaced in one action. 150cm long. 10kg weight, 5 round 
mag weighs 1kg. 

Miscellaneous gear: 

Grav Chute: A backpack that contains a highly advanced, single use anti-grav device 
that deploys when the cord is pulled. It unfurls similar to a parachute, taking two rounds to 
deploy, and 1d4 rounds to open and catch. Once caught, it slows the wearer to 1 speed in 
whatever direction he was travelling. It is possible to turn with a DC 15 maneuver check. It 
has a maneuver bonus of -5. Weighs 4 kilograms, .5kg after use. 

500 credits. 

Kevlar vest: A good old fashioned Kevlar flak jacket. Although it has been made less 
bulky, it is no less heavy or frustrating to use in a fight. Conveys -1 reaction. However, for that 
price, it also causes any wound taken to the chest and stomach to be taken as if it were less 
severe, giving you +1 to clarity checks to survive wounds, and reduces death chance by 10%. 
This makes it particularly nice against flak cannons or flak shells, but is also good if you want 
to survive being shot by a missile to the cockpit. Weighs 1kg. 

300 credits. 



Medkit: A team medic is helpful, but wounds can be severe, and a death is never 
good. Required to heal any wound. Weighs 2kg. 2 uses per. 
100 credits. 

Pressurized Suit: Mostly standard issue. This consists of a gas mask connected to a 
rebreather, and tight suit that will work in low pressure environments (although will not provide 
heat for extended time outside of a ship or other environment for more than 5 minutes). 
Pressure is provided by literally squeezing the body, and therefore in normal environments 
looks like a baggy jumpsuit. Also includes a helmet, which functions as a kevlar vest but only 
for the head, but also with a 50% chance of blocking any non-ship weapon hit. 

500 credits. (Suggested to have players start with this) 

Heat Coat: A long coat, similar to a trench coat, that heats up to normal temperatures. 
Will allow you to survive in cold environments, and longer in the vacuum of space, but only for 
about 2 hours in space without some sort of heating. Also stores water and food supplies, 
keeping you moisturized in case something happens. Has tons of pockets. 

200 credits. 

Environment Suit: A full suit of environment regulating equipment. Bulky, difficult to 
use, and very nice if you want to perform extended spacewalks or perhaps walk through lava. 
Will not protect you if you fall into a star, however. Otherwise, you may perform similar 
activities to the ones mentioned indefinitely. Looks similar to a 1960s space suit. 

1000 credits. 

Assault Shield: A huge shield, roughly 120cm in height and 60cm across. Functions 
like a kevlar vest, but reduces two categories instead of one. Weighs 10kg. Can be stowed on 
your back as long as you're not wearing a backpack or chute. Otherwise must be carried. 

200 credits. 

Bomb Suit: A heavy bomb disposal suit. Roughly 50kg, and immensely difficult to 
maneuver in. Counts any hit as if it were one category less severe, and acts as a kevlar vest 
for the entire body. Conveys -3 reaction, -1m move speed, and may not be worn with anything 
other than an environment suit or pressurized suit. 

1k credits. 



Fighters 

"Sabre cat": Saber Cat is a light fighter with emphasis on speed and quick bomb runs. 
However, it sacrifices significant small arms fire in favor of speed and ordnance. Potentially, a 
pilot could choose to drop the bombs and purchase additional small arms, or even guided 
missiles. The Satire Cat is a formidable fighter-Assault Frigate that can escape most small 
fire, especially being as small as it is. 
Cost: 99k (includes torpedoes) 

Build: Tubular fuselage, Short-Swept Medium width Wings, Heavy-Heavy Engine, Wing 

Underslung Missile frame, Cockpit with Basic Navigational and Vox tools 

Maximum Speed: 20 

Minimum Speed: 7 (10 with ordnance) 

Max acceleration +6 

Max deceleration -6 

Maneuver Bonus +4 

Size Bonus: +2 (Small) 

Weapon Slots: 2 (2 machine gun) 

Ordnance: 6 50kg Torpedoes (300kg) 

Crew: 1 

"Hexe": When the world went to space, this was a goto fighter for fights that needed pure, 
unadulterated ballistic firepower. At the time, Radar was not terribly dependable in space, so 
Radar and guided weapons were simply disincorporated. It was easier to simply pack several 
engines and a couple heavy cannons on to it and go home. However, to fit the budget, it was 
required to drop down to lower power engines. Due to the anti-grav devices in the wings, it 
can even stop without needing to initiate a new engine burn. To stay under budget, 
navigational tools were omitted. 
Cost: 100k 

Build: Tubular fuselage, Long-Triangular Wide Wings, 2 Light-Heavy Engines, 2 Heavy 

Weapons mount, Cockpit with Basic Vox tools. 

Maximum Speed: 14 

Minimum Speed: 5 

Max acceleration +5 

Max deceleration -5 

Maneuver Bonus +8 

Size Bonus: +2 (Small) 

Weapon Slots: 2 (2 Heavy Cannon) 

Ordnance: None 

Crew: 1 

Notes: -1 dodge 



"Maque": When fear about Hexe set in, it was decided that a light and agile starship must be 
built to dodge the massive cannon fire it could put out. And therefore, Maque (Ma-Chu-e, M 
H, or Sparrow) was built to contest it. Not only was it a complete success on the battlefield, 
but it was also quite good at dodging the guided missiles of later models. It was decided that a 
heavy focus on short range anti-fighter combat would be best. 
Cost: 97k 

Build: Triangular Fuselage, Short-Triangular Medium width wings, 2 Medium-Heavy Engine, 1 

light weapons mount, Cockpit with Basic Navigational and Vox tools 

Maximum Speed: 16 

Minimum Speed: 5 

Max acceleration +5 

Max deceleration -5 

Maneuver Bonus +10 

Size Bonus: +2 (Small) 

Weapon Slots: 4 (4 machine gun) 

Ordnance: None 

Crew: 1 

Notes: 

"Okhotnik": A slightly later model than Hexe or Maque, Okhotnik was produced when radar 
was finally reliable in space, and guided missiles no longer needed a gyroscope to function 
properly. These huge advances brought forward a new era for spacecraft, and a larger, long 
range fighter killer was born. Okhotnik was never designed to take on anything larger than a 
Assault Frigate, although some have contemplated adding heavier torpedoes onto it. Also 
among the first to add tandem seating. 
Cost: 160k 

Build: Tubular fuselage, Long-Straight Thin Wings, 2 Medium-Light Engines, 1 Heavy 
Weapons mount, Intake, Cockpit with advanced Vox and Radar, Wing Underslung Missile 
frame 

Maximum Speed: 15 

Minimum Speed: 6 (9 with ordnance) 

Max acceleration +5 

Max deceleration -5 

Maneuver Bonus +5 

Size Bonus: +0 (Medium) 

Weapon Slots: 2 (1 Heavy Cannon, 1 empty) 

Ordnance: 4 s50kg, 2 L50kg 

Crew: 2 

Notes: +1 dodge vs unguided 



"Archangel": Developed in a joint collaboration between Israeli and US engineers, "Archangel" 
was meant to be a safeguard against Russia's Okhotnik class fighters. It was among the first 
to include anti-missile measures to halt the rise of ordnance based attackers. Also carries its 
own impressive array of missiles or torpedoes. However, it's existence did agitate some 
members of the global community, particularly opponents of Israel. 
Cost: 157k 

Build: Rectangular Fuselage, Short Triangular Medium width wings, 2 Heavy-Medium 

Engines, Intake, Cockpit with advanced Vox and Radar, Radar Jammer, Wing Underslung 

Missile frame 

Maximum Speed: 20 

Minimum Speed: 5 (8 with ordnance) 

Max acceleration +6 

Max deceleration -6 

Maneuver Bonus +6 

Size Bonus: +0 (Medium) 

Weapon Slots: 2 (1 machine gun, 1 empty) 

Ordnance: 4 s50kg, 2 L50kg 

Crew: 2 

Notes: 

"??": A Fighter/bomber designed for speed runs on targets. Uses a small crew with several 
guns, albeit some crew members will end up filling multiple roles. 
Cost: 174k (+80kwith ordnance) 

Build: Tubular fuselage, Long-Triangular Thin Wings, 2 Medium-Heavy Engines, Cockpit with 

Basic Vox and Radar, Improved Nav/Vox, Bomb bay, Bomb sight (includes frontal 

compartment), 3 turrets 

Maximum Speed: 18 

Minimum Speed: 5 

Max acceleration +6 

Max deceleration -6 

Maneuver Bonus +8 

Size Bonus: +0 (Medium) 

Weapon Slots: 1 (2 Rear Heavy 180° [1/2 light weapons slot, 2 heavy weapons slots] turret) 
Armaments: 

Rear: 2 Heavy cannon, rear facing 
Ordnance: 20 50kg torpedoes 

Crew: 4 (1 Pilot, 1 Gunner, 1 Bombardier, 1 Vox operator) 
Notes: -200km fuel, +1 dodge vs unguided. 



Attackers 

SK-64: Created as an attacker, the SK-64 was built by the Chinese as a direct slight on 
Russia. While the US wanted to expand their empire, China needed simply keep theirs 
growing. Russia contested some of this territory, and China decided that attack runs would be 
a good investment. Most of the budget was spent on engines, and the two engines allow it 
unparalleled ability in hit and run tactics. 
Cost: 233k 

Build: Tubular Fuselage, Long-Straight Wide Wings, 2 Heavy-heavy engines, 2000kg 

ordnance (standard 4 500kg), Advanced cockpit with advanced nav/vox, Radar Jammer, 

EGCM, Intakes, Nav/Vox Room 

Maximum Speed: 22 

Minimum Speed: 7 

Max acceleration +4 

Max deceleration -2 

Maneuver Bonus -4 

Size Bonus: +0 (Medium) 

Weapon Slots: 6 (1 top heavy (145°), 1 each side light (90°), 1 bottom light (90°), 1 rear light 

(180°), 1 front light (145°)) 

Armaments: 

Sides: Machine guns, Side facing 

Front: Machine gun, Front facing 

Bottom: Machine gun, Rear facing 

Top: Heavy Cannon, Rear facing 

Rear: Autocannon, Rear facing 
Ordnance: 2000kg torpedoes (None purchased) 
Crew: 9 (6 gunners, 1 pilot, 1 copilot, 1 Navigator/Vox Operator) 
Notes: -1 dodge 



???: It's all your's. 

Cost: 308k (with 40k credits in ordnance) 

Build: Tubular Fuselage, Long-Straight Thin Wings, 2 Heavy-heavy engines, 2000kg 

ordnance (standard 4 500kg), Advanced cockpit with advanced nav/vox, Radar Jammer, 

EGCM, Intakes, Nav/Vox room, 1 Misc (default to Medical Bay) 

Maximum Speed: 22 

Minimum Speed: 7 

Max acceleration +4 

Max deceleration -2 

Maneuver Bonus -5 

Size Bonus: -1 (Medium-large) 

Weapon Slots: 6 (2 top heavy (360°, 1 operator)), 1 each side light (90°), 2 bottom heavy 

((360°), 1 operator, 2 rear light (180°, 1 operator), 1 front light (145°)) 

Armaments: 

Sides: Undetermined, Side facing 

Front: Undetermined, Front facing 

Bottom: Undetermined, Rear facing 

Top: Undetermined, Rear facing 

Rear: Undetermined, Rear facing 
Ordnance: 2000kg torpedoes (4 500 kg) 

Crew: 9 (6 gunners, 1 pilot, 1 copilot, 1 Navigator/Vox operator/Medic) 
Notes: +1 dodge, -200 km fuel 



Sample Character sheet 

Pilot Name: Player Name: 

Gender: 

Physical Description: 



Attributes Combat Skills 

Reaction: Maneuver: 
Clarity: Guided Weapons: 

Memory: Unquided Weapons: 

Alertness: Dodge: 

Initiative: 

Starship 

Starship Name: 

Cost: k credits 

Class: 
Build: 



Maximum Speed: 
Minimum Speed: 
Max Accel: 
Max Decel: 
Maneuver Bonus: 
Size Bonus: 
Size: 

Weapons Slots: 

Ordnance: 

Crew: 

Crew members: 



Rendition: 



Damage Points 

Cockpit: 

Total Health: 
Damage Taken: 
Current Health: 

Fuselage: 

Total Health: 
Damage Taken: 
Current Health: 

Port Wing 

Total Health: 
Damage Taken: 
Current Health: 

Starboard Wing 

Total Health: 
Damage Taken: 
Current Health: 

Engines 

Engine 1 : 

Total Health: 
Damage Taken: 
Current Health: 

Engine 2: 

Total Health: 
Damage Taken: 
Current Health: 

Additional Engines: 

Number of Engines: 
Damage: 



Non-Combat Skills 

Navigation: 
First Aid: 
Vox Operation: 
Diplomacy: 



Lore: 
Repair: 



